DUKE NUKEM’S 
ENDANGERED SPECIES 


Ver. 14.04.00 


These man-eating animals have placed themselves atop the endangered species list. 
Their only problem? Duke Nukem is the top of the food chain, baby! (Back/top of 
box?) 


1. General Info 


Duke hunts rogue man-eating animals from around the world. Human 
life has been lost and Duke has been called in to put the animal down 
for good, due to local law enforcement being ineffective. 


In each “mission” you would get short engine script or slide-show 
showing and explaining the problem at the start of a level. Something 
to give the mission some flavor and background and to have a reason 
to be called into action. 


The game is divided onto different tasks/missions that are connected in 
some way, resulting at the end of the game solution of the Ultimate 
goal. Each mission has its objectives and goals. There are 
primary/major objective and several secondary objectives. Primary 
goal always means killing an oversized rogue creature, which caused 
death of people. Accomplishing primary goal is obligatory, because it 
means end of a mission. Secondary objectives are optional. They are 
needed to keep player busy while hunting the big objective. Also, they 
give you a chance to find some weapons, equipment, fun etc. 


When player starts a mission, the place where a problem occurred will 
be shown on the map. But it does not mean that rogue animal can be 
found right there. It’s just an approximate location. Therefore you 
should find the target animal using hunting skills, weapons and 
equipment. While you are searching for the ultimate prey, you may 
come across smaller hostile animals, which can also be harmful to 
Duke either. Plus, there will be some sort of ambient species, just to 
add realism and atmosphere to the game. 


The game will contain 16 missions. The events will take place in three 
different climatic zones: hot, temperate and cold. Each region will have 
appropriate vegetation, animals and weather conditions. 


2. Gameplay 


Since we are going to appeal to both hunters and casual gamers, we 
suggest the following features. 


The hunting areas will be huge and without any restrictions where to 
go. So, Duke will have full freedom of movement. He will have only one 
reference point, shown on his map. So, he should make his way from 
starting point to this distant location, where the major rogue was seen 
last time. While moving, Duke will have to come across different 
obstacles and fight hostile animals. Also, Duke may deal with native 
tribes who are hostile to everybody on their territory, poachers, drug 
dealers, etc. It means that Duke will be busy enough all the time. 


Enemies will have sight, wind depending sense of scent, hearing. Also, 
realistic animal instincts such as anger, fear, hunger and pain. So Duke 
will have to use true hunting skills and equipment to survive and fulfill 
the mission objective. When he gets to reference point he may not find 
major rogue, because it will not sit and wait. And here the real hunt 
begins. His goal is to determine and kill the man-eater. It will not be 
quite easy to do so, because all animals will have a state-of-the-art Al. 
They will be able to think one step ahead of Duke. So, they will hide, 
make traps and fight back. 


The most interesting idea is that ultimate creature could be defeated in 

two ways: 

1. You may just kill it using your firepower. 

2. Catch it using level architecture and tricks. This will give you much 
more score and EGO boost. 


Killing the monster will finish the mission and turn it into some kind of 
Duke’s trophy (Crocodile boots, carpet from tiger-skin etc.). 

Catching will finish the mission and the creature goes to the Duke’s 
zoo. 


Possibly, if necessary in the mission, Duke will be able to drive some 
vehicles (Snowmobile, jeep, jet boat etc.) to reach the right place of the 
map. However, it’s a matter to change, if it will add fun to the game 
we'll make it. 


In the beginning of the game Duke gets only few weapons, like pistol, 
shotgun or rifle and some equipment to start with. Certainly, there will 
be bonuses (Shrink ray, Freeze ray and even RPG), but you'll have to 


find or to earn them. Every time you'll start new mission, you'll be 
informed about all the weapons and equipment available. 


Before the mission Duke will be given a certain limited amount of 
ammo. During the mission he can find more supplies in hidden areas, 
left by poachers or in crashed plane for example. Also, he’ll have an 
opportunity to contact with General Phil Graves via Duke’s S.O.S. to 
request a supply drop (ammo, food etc) and he can go get them. The 
drop should be kind of random on the map, so Duke has to make his 
way to find it. Also, the approximate position may be shown on the 
map. However, this feature can be used limited times during one 
mission (depending on personal stats). 


Everything that Duke does will be scored and affected on his EGO in 
some way. 

The score directly influences the availability of weapons and 
equipment, and how many times Duke can use Re-supply. 


Duke will talk/taunt the creatures he hunts to add personality. You will 
supply all the voice :-) 


Game will Support various skill levels. Lets name them “ranks”. 


. Novice 

. Advanced 

. Professional 
. ?Auto skill 
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They affect : 

e creature vitality 

respawn frequency 

aggression level 

path finding (memory, following, get round abilities) 
supplies availability 


3. Creatures 


All major rogues are larger than their normal counterparts, hence the 
trouble for local law enforcement and the need for Duke to be 
involved. 


Below are listed the suggested rogue animals. The ultimate rogues are 
in bold. 


Hot areas 


. Shark 

. Alligator 
T-rex + 
Raptor + 

. Locust 

. Gorilla 

, Anaconda 

. Scorpion 

. Rhinoceros + 
10. Lion+ 

11. Jaguar + 

12. Leopard 

13. Panther, snow 
14. Cheetah 

15. Hyena 

16. Cyber Crab 
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Temperate areas 


17. Wild boar 
18. Grizzly 
19. Big foot 
20. Werewolf 


Cold areas 


21. Polar bear 
22. Tiger, Bengal 


Ambient Creatures 


e Each level would have the main objective Rogue Animal, plus 
smaller hostile (to keep you busy while hunting the big objective) 

e¢ small harmless ambients whatever are appropriate to the region 

. deer + 

hog + 

. penguin 

. ostrich 

. birds 


¢ people: 
1. Duke 
2. Dr. Proton 
3. Soldiers, policemen 


Scientists, researchers, tourists, north areas researchers. 
Boy scouts 

Natives 

Farmers (rednecks), Workers (builders) 

Drug-dialers, weapons-dialers 

Babes... 


So 


Possible vehicle models 


1. Jeep 

2. Motorcycle 

3. Watercraft (Jet boat) 
4. Snowmobile 


4. Areas 


The game will contain 15 missions. Also, it’ll be great to include one 
secret level. The events will take place in three different climatic 
zones: hot, temperate and cold. Each region will have appropriate 
vegetation, animals and weather conditions. 


Except terrain, some constructions can be present on the areas, like 
ruined cities, villages of native people, severs, bridges, roads etc. 


Proposed level ideas 


Level 1. ? 

Location: USA. Arkansas. 

Situation: Small town populated mostly by farmers is being intimidated 
by a giant wild boar. 

Animal: Giant wild boar. 

Catching method: Slaughter house. 


Level 2. 

Location: Europe. France. 

Situation: Circus out of town. Big tiger goes mad and escapes during 
the show. It scares and kills the audience. 

Animal: Tiger. 

Catching method: Back to the grate. 


Level 3. 

Location: Europe. Germany. 

Situation: Village in the forest frightened by the werewolf. Night, moon, 
swamp, fog, the chapel (as always seen in werewolf movies). 


Animal: Werewolf. 
Catching method: Ensnare to the church. Use the church bell (16 ton) 


Level 4. 

Location: Africa. 

Situation: Construction of the trans-african railway (highway). Lions(s) 
kill several constructors. Tribes of natives, weapon dealers impede 
Duke Nukem. 

Animal: Lion “Chandr”. 

Catching method: Use the lifting crane. 


Level 5. ? 

Location: Norway. 

Situation: The ship stuck in the ice. The rescue plane was Sent. There is 
no signal from both of them. They were attacked by bear. 

Animal: Polar bear. 

Catching method: Hole in the icebraker. Hold. 


Level 6. 

Location: Ukraine. Chernobyl. 

Situation: Deep forest. Closed atomic station. City Slavutich is in 
danger. 

Animal: Mutated bear-Neanderthal. Big Foot. 

Catching method: Sarcophagus. 


Level 7. 

Location: Australia. Sydney. 

Situation: Giant alligator somehow gets into the sewer system 
(Subway). It becomes a menace to all the citizens. 

Animal: Alligator. 

Catching method: Water tower. 


Level 8. ? 

Location: Columbia. Amazon River. 

Situation: Expedition. Everybody dead. Stories of giant man-eating 
anaconda. Natives and Drug-dialers to make Duke busy. 

Animal: Anaconda. 

Catching method: Some kind of tunnel?? 


Level 9. 

Location: Sannikov’s land. Deep north. 

Situation: Norwegian expedition found the warm oasis. Hot geysers, 
waterfalls. Also, there is a T-Rex body found frozen in the ice. Suddenly 
it gets out and starts killing people. 

Animal: T-Rex. 

Catching method: Pond with thin ice. 


Level 10. 

Location: USA. Alaska. 

Situation: Boy-scouts went for photo-hunting. Their camp is attacked 
by grizzly bear. 

Animal: Grizzly. 

Catching method: Trap in the cave and close the pass with big rock. 


Level 11. 

Location: Isle somewhere in the Pacific. 

Situation: Giant gorilla was found and caught for the zoo. While moving 
to the continent, plane crashes near the small village and gorilla 
escapes. 

Animal: Gorilla. 

Catching method: Barrel with soporific gas from the plane. 


Level 12. 

Location: Egypt. Cairo. 

Situation: Valley of the Kings. Reconstruction of the Great Pyramids. 
One of the tombs ruined. There was the giant scorpion - Pharaoh’s 
curse. Tourists and workers became its victims. 

Animal: Scorpion. 

Catching method: Use the lift to the big pit. 


Level 13. 

Location: Mexico. 

Situation: Accident on the chemical factory. Locusts mutated. Nearest 
farms destroyed, people got killed. 

Animal: Mutated oversized locusts. 

Catching method: 


Level 14. 

Location: USA. Miami. 

Situation: The giant shark escaped from the aquarium. There is a 
beach near with riffs and shallow water. Many swimmers, babes. Some 
of them are eaten up by shark. 

Animal: Shark. 

Catching method: Pool. Ensnare and drain the water. 


Level 15. 

Location: Doctor’s Proton island. 
Situation: Experiments on the animals. 
Animal: Cyber-Crab. 


5. Duke’s EGO 


Duke's Ego is an attempt to replace generic "health". It simply fits 
Duke's character more to have Ego. 


Gaining EGO 


Perhaps, your MAX EGO can increase a little bit each boss. That way, 
your character develops and grows and allows the game to get harder 
and harder. 


Killing guys (get an ego boost depending on where the killing shot is) 


NOTE: EGO from killing bad guys will take you over your max Ego (100 
as a base) and will count down at 1 Ego/second. 


e Speed kills (Multiple enemies killed close together). Possibly this has 
the ability to raise EGO over 100%. 

e Progressive Ego boost for the more enemies you kill in 1 shot 

(explosion etc) 

Finding secrets (Duke feels good about himself etc) 

Talking / interacting with characters (or learning new info) 

Looking in a mirror. "Damn, I'm lookin' good" 

Drinking from water sources (toilets, fountains, hydrants - need 

something in each zone to identify) 

e Eating / Drinking. Find junk food (Pizza slices, soda's, candy bar's, 
Bags of Chips, Pretzels). This stuff makes so much more sense to 
be sitting around the world than good old medkit's 

e Free / Rescue babes/civilians 

e Get a boost for completing goals and sub-goals in the mission? He 
feels better about himself 

e Medkits 


Losing EGO 


¢ Causing the death of innocent people. Duke never would. You 
can't shoot them directly, but splash damage could still kill them. 
You would not die from this, but you would be weakened to the 
point that real bad guys would kill you with a shot or two. 

e Shooting innocent creatures like mules etc that pose no threat to 
you. 

e Taking any damage from the game: Shot, falling damage, world 
hazards (slime, fire) 


e Failing in any way to do something. 


6. Weapons 


There are two firing modes: main and alternative. You’ll be able to set 
priority in the options. 


. Pistol - UZI 

. Shotgun - DB Shotgun 

. Rifle - Sniper Rifle 

Cross-bow 

Automatic rifle - Machine gun 
. Tranquilizer - Overdose 

. Shrink Ray - 

Freeze Ray - 

. Duke’s RPG - grenades 
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Shrink and freeze ray doesn’t work for ultimate creatures 
(level bosses). 
¢ Overdose may cause it to move slower for some time. 


7. Equipment 


Duke’s S.O.S. (Shades Operating System) 


The idea here is that Duke's shades do more than cover his eyes. 
They act as a Heads Up Display (HUD) that relays information to him 
while he's on a mission. It is multi-functional. It’s possible to gain 
additional SOS features and equipment upgrades through downloads 
from the General. 


SOS options will represent "non-physical" inventory items, things that 
are electronic in nature. Duke will also have "physical" inventory items 
to deal with. 


S.0.S. Activation 
If in "new" control mode, then a key press (TAB or "Q"/INVENTORY UP) 


would bring up the available options and you would use the mouse or 
keystrokes to select the item to activate. 


Power source 


The S.O.S. has a tiny, super sensitive high-capacity solar cell in it. This 
allows the unit to recharge over time. Using various options will drain 
the unit at different rates accordingly. There would be a power meter 
on screen whenever a SOS function is activated or equipment used. 


Shades power capacity: 100 units (ability to increase this throughout 
the game by the General teleporting you a bigger power cell). This will 
then allow Duke to do more things in a shorter amount of time and 
grow a bit. 


Shades re-power at X units / second. This is added to drain on a per 
second basis, and the net amount or gain/loss is calculated. 


Using various equipment options will drain the unit at different rates 
accordingly. Will specify more precisely while working on the 
gameplay. 


There are main S.O.S. modules: 


1. Mobile data receiver : 
1. Re-supply - on-request drop from general Graves. 
2. Improved data and modules upgrades. 
3. Mission info, primary and secondary goals description, mission 
log. 


2. Optics: 

1. Digital zoom - resizes the screen image to get a closer look by 
means of loss in quality. 

2. Optical zoom - real zoom using S.O.S. optical lens system. 

3. X-ray vision - possibility to see through trees, terrain objects. 

4. Thermal vision - best for seeing enemies, ok...as seen in 
Predator movies. 

5. Night vision - illuminates the entire area, “regular” green tint. 


2. Creature detecting device ( CDD ): 
1. Monitor: 

e Map display - terrain map of the game level, shows Duke’s 
position, range of view, reference points, traversed path, re- 
supply drop locations (also depends on radar range), CDD 
indications. Can be shown in the full-screen mode. 

e Radar (various ranges and refresh rates) - from range of view 
up to the full map (power drain varies accordingly). Defines 
working range of 5,6,7 and 8 CDD modules. 


¢ Compass + wind indicator. 

2. Target Info - identifies the creature and its statistics. 

e Displays info about a target (Name/enemy class, health, 
anger/fear bars, intellect level if brain activity detector is 
active) under the crosshair if enemy is on the screen. 

e Displays direction indicator along with name and linear 
distance of creatures shown on the CDD monitor. 

3. Traces detector - identifies the creature and time passed from 
appearance of its traces. 

e Accuracy depends on surface material, amount of time passed 
from traces appeared, weather conditions. 

e Displays name/class, time from appearance. 

4. Blood trails detector - identifies the creature and time from 
appearance of its blood. 

e Weather-dependent. 

e Returns name/class, time passed from blood appeared. 

5. Calls detector - identifies the creature, relative direction and 
distance to the source = approximate location. 

e Depends on ambient noise level, wind. 

e Indicates name/class, approximate location. 

6. Motion detector - detects all moving objects in radar’s working 
range. 

e Depends on speed of moving unit. 

e Displays discovered objects, grading them by moving speed. 

7. Vibration detector - detects (if upgraded, identifies) all vibration 
signals in radar’s working range. 

e Depends on mass of unit, ground vibrations (earthquake, big 
waterfall, heavy rain etc.). 

e Displays discovered signals, grading them by the volume of 
vibration. Once upgraded, will surmise mass and size of the 
object, and try to find suitable creature from the list of already 
discovered species. 

8. Brain activity detector - recognizes sources of brain waves in 
radar’s working range. Great for finding people! Possible some 
fun issues: level BOSS may have 0,00001 out of 100 points of the 
intellect... 

e No drawbacks? 

e Displays received signals, grading them by the emanation 
power. Upgraded version will try to assign appropriate 


creature. 
9. ? Heart beat detector. 
10. Automatic optimizer - manages CDD detecting options in 


order to obtain lowest energy drain along with fullness of 
received data. 


3. Masking items, influences the “Masking efficiency” indicator : 


1. Cover scent - temporarily mask Duke’s scent from creatures. 
Works as regular spray, creates the “cloud” of cover scent 
around Duke for some time. The indicator will show the 
remaining level of scent. 

2. Attractive scent - attracts the creature. Works similar to cover 

scent. 

Note: it is not necessary to use the native creature’s scent to 
attract it. Using the scent of his possible prey, for example, can 
attract the predator. 

. Camouflage - decreases the ability to see Duke. 

Weapon sound suppressor - decreases weapon fire loudness. 

Silent boots - decreases noise made by Duke while moving. 

Calls - attract the target creature by using the appropriate call. 

Note: it is not necessary to use the native creature’s call to 

attract it. Using the call of his possible prey, for example, can 

attract the predator. 

HoloDuke - partially cloaks you on some time. 

. Target creature - select target creature, affects CDD indications 

(different color), appropriate attractive scent and call usage. 
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S.0O.S. HUD, screen indicators 


The idea of SOS HUD is to have the on-screen user interface similar to 
Mac or Windows systems. The user will be able to drag, resize, 
arrange, change properties and appearance of any of the window on 
the screen. The interface will be familiar to the user, and very intuitive. 
More than that, there will be some default interface skins and presets 
(similar to WinAmp), as well as possibility to load custom-made menus. 


. Ego bar. 
Ammo. 
Crosshair. 
Score. 
CDD monitor - utilizes various functions in order to detect and 
identify creatures on the map and shows all collected information. 
“Masking efficiency” indicator - reflects the overall efficiency of 
using masking equipment and Duke’s behavior. May range from 
indistinguishable to evident. Main categories that influence Duke’s 
identification are: visibility, sound/ noise, scent. 
1. Things that increase masking efficiency: 
1. All masking items except calls and attractive scent. 
2. Standing still, sitting, slow movement (walking, crouching). 
3. Hiding in caves, moving near bush trees, swimming 
underwater. 
4. Tracking the creature being upwind. 
5. Moving through fragrant areas with flowers. 
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2. Things that decrease masking efficiency: 

1. Using calls and attractive scent. 

2. Do things that may cause a lot of noise (firing weapons, 
running, jumping, moving through bushes and small 
vegetable, go in/out of water, swimming on the water 
surface). 

3. Tracking the creature being downwind. 

4. Passing by noisy surfaces (rocks, pebble, metals). 

7. S.O.S. indicators: 

1. Battery - load of S.O.S. battery. 

2. Signal - level of signal from general Grave’s transmitter. May 
vary from max (the open field on the terrain, top of mountain) to 
min/absent (deep under the ground, underwater, mountain 
cave). 

3. Ambient light - brightness affects recharging time of the battery. 

8. “Operate” button brings following types of icons to modify: 

¢ CDD modules 

e Optics 

e Masking items 


<END OF DOCUMENT> 


